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USING THE MENUS 

in most menus, unless otherwise noted on the screen itself or In this manual, the < and directional buttons switch between 
menu categories, and are used to change the values ol some menu Items. The t> and 0 directional buttons are used lo move 
between items In the same menu category. In most cases, the x button Is used lo select a menu Item, and the A button 
usually cancels an action or returns to a previous step or screen. When In doubt, look at the Controls Key shown along the 
bottom ot each Screen lor help. H you have not yet started a game, and wish to quickly return to the Main Menu, press and 
hold the START and SELECT buttons simultaneously, however, you will lose any unsaved data if you do this. 

NOTE: Default settings are shown In BOLD when there Is a list ol possible sellings. 

THE MAIN MENU 

When the Main Menu appears, choose a game mode. Use the directional buttons to highlight a menu item, and the x button 
to soled It. 

EXHIBITION: Play a single game using any ol the 30 regular Major League Baseball or two All-Star teams. See 'Playing an 
Exhibition Game" on page 7 lor details. 

QUICK PLAT: Start an Exhibition game, In a random stadium, using the teams you choose. Team settings and options Irom the 
last Exhibition game are used, or if none has been played, the defaults are used. 

PLATER EDIT: Make changes lo Individual players’ attributes. See "Editing Players" on page 18 lor details. 

HOME RUN DERBT: See how many home runs ymt can hit in the stadium ol your choice. Sea ‘Home Run Derby” on page 

| 21 for details. fPEajfr A 

f AMllT MOOE: This mode sets the computer *o control pitching. Holding, base running and substitutions This setting 
simplifies gamepley. making it easier tor a fust lime player ro lean the lundamenlals ol the game. 

SEASON: Play a season using Horn one to ail 3Q«I the MLB tearn*. Scb 'Playing a Season" on page 31 tor mom information 
PliVer stats are updated as the season progresses‘ ^ 

PLATOff S: Set op your own coelom division and league cbamploosMp senes, without playing ao entire season See 
"Playoffs' on page 38 lor details 

OPTIONS: l-cr Ihls screen you can set audio volume levels lo your tastes Simply highlight lire option and press o or o 
directional bultons to adjust the volume. Select CREDITS lo take a look at Ihe 3D0 team roster, or CONTROLLER SETUP lo 
configure this device. From Ihe Controller Setup screen you can switch between the CON FUJI controls described in this 
manual, and an alternate CONFIG3 control configuration. II a DUALSHOCK™ analog controller Is connected to your system, 
you can turn the vibrate option ON and OFF. 



PLAYING AN EXHIBITION SAME 

An Exhibition game allows two players to compete against one another, one player to play against the 
computer or the computer lo control both teams so you can sit back and watch. 

TEAM AND STADIUM SELECTION 

The two competing teams are chosen on the Team Select screen. Use the 0 and 0 directional butlons lo scroll through 
the team list, and Hie •= and > directional butlons to change between Away and Home teams. Tbe Home team always 
bats in Ihe bottom ot the inning, which gives it the final chance to score. To set up an All-Star Game, select Ihe ALL 
STARS N.L. and ALL STARS A.L. Pressing the ■ button selects two random teams to compete. 

Once both learns have been chosen, press Ihe ■ button lo determine players and ditficulty. Use Ihe « and o directional 
buttons to determine which learn or teams should be under human control. The D and 0 directional buttons change 
between difficulty levels ranging Irom ROOKIE lo MVP. The PRACTICE level allows you to practice game skills by having 
computer controlled pitchers throw every pitch as a fastball down the middle, in addition to being at Ihe ROOKIE difficulty 
level lor all other game functions. 

Press the ■ button again to continue to the Stadium Select screen. From the Stadium Select screen you cycle through 
available ballparks using tbe <= and directional buttons, and press Iho ■ button to choose one and proceed to the 

GAME SETUP 

From the Game Setup screen you specify game difliculty and adjust other Important settings. The default settings 
are bolded. 

DH: Control tbe Designated Hitter rule. In real lile. the DH rule applies only to American League teams, and means that a 
10th player bats in place ol Ihe pitcher, taking his turn in the order. During the World Series, the DH rule applies when a 
game is played in an American League stadium. AL ONLY means that the DH rule is on lor both teams, II the Home team 
is in the American League. OFF means that all pitchers must bat, regardless ol what league a team Is In. ON means that 
pitchers do not have to bat at all, regardless ot league. When playing an Exhibition game, only ON and OFF are available. 

ERRORS: Turn errors ON and OFF. When ON. your right llelder might drop a fly ball or your shortstop may mult a 
hlgh-hopper. It a runner advances as a result ol the mistake, an olliclal error is recorded in the player's stats and In the 
box score shown at the end ol the game. 

WIND: Toggle the wind ON and OFF. This can be a huge factor in a game - many a home run has been credited to 
mother nature. 

© 




High Heat Game Tip: As a general rule, pick a lead-oil hitter that’s good al gelling on base, either through walks or hits. 
The second hitler should handle a bal well - he may need to sacrifice or hit behind the runner, and should keep Ihe ball 
on the ground. The man in Ihe third spot should be Ihe team's best gun, with a big number in the RBI column. The fourth 
man is your clean-up man - he sure he can hit the ball hard! 


i effective. 


: regulation i 


MAKING OFFENSIVE SUBSTITUTIONS: BATTERS 















































To replace a pileher, press the START button to display Ihe Pause Menu and select your learn. The Lineup appears. Select 
BULLPEN to bring up the Bullpen. There Is a column of pitch types on the right side ot Ihe screen, each with Its own quality 
bar. The longer Ihe bar. the better the pitcher is al that pitch. When you've lound your desired reliever, select him. Press the 
K button again to activate the menu Items and select DONE to return to Ihe game. Alternatively, you can select another player 
at that time to perlorm a double switch. Remember, once you send the current pitcher to the showers, he can’t play again In 
Ihe current game. 


SETTING GAME FUNCTIONS TO AUTOMATIC 

II you don't want to attend to every aspect ol Ihe game, you have Ihe option to have Ihe computer take over some ol Ih 
control lor you. This can be particularly uselul when you want to gradually learn all Ihe controls, and don't want to be 
overloaded in your lirst game. From the Lineup screen, select SETTINGS, to sel Ihe controls lor each of these options. 
They canie set separately lor each team, and default settings are In bold 

AUTO PITCH: When ON, Ihe computer takes over your team's pitching. When OFF. you have lo select the pitch type ant 


ill is caught when this Is ON. The OFF setting 


AUTO THROW: The computer automatically Ihrowi the ball once cauSil il this Is ON. but you have to manually throw the ball 

AUTO RUN: The computer controls your base runners when'oN. blit the OFF setting requires you to tell your runners when to 
advance. 

AUTO ALIGN: The computer controls the alignment ot your inlielders and outfielders, depending upon Ihe current situation, 
when this is ON. Otherwise, you have lo move them manually. Each team can also set two dillerent camera controls. The 
FIELDING CAMERA is used when your team Is fielding the ball. It can be set to LOW. MED, HIGH and RANDOM, as well 
as ACTION versions ol Ihese sellings. ACTION cameras cut in closer to Ihe action, changing camera angles lor a more “in 
your lace" experience. The BATTING CAMERA changes Ihe camera angle when your learn is up lo bal. HIGH positions 
the camera at strike level and a little behind the batter. LOW positions the camera right behind home plate, while the 
WIDE versions of these settings Increase the field ol view Irom the batter's box. It you have a DUALSHOCK analog 
controller you can turn Ihe vibration ON and OFF from this screen as well. You can also switch the control configuration 


PLAY BALI! 


Now that you have your game set up, it's lime to play some ball! Strategy, skill, and a little luck are the tickets 
to a winning season. All the Instructions in this section assume you have the Auto (unctions set to OFF on the 
Game SeUings screen. 

To play Ihe Sammy Sosa High Heal Baseball 2001 game well, you need lo understand the dillerent phases ol a play 
and know whal both the offense and delense can do during each phase. The three phases are based on the pitcher's 
actions and can be broken down as follows: "before the pilch", "the wind-up and the pitch" and “alter the pitch". 

PHASE 1: BEFORE THE PITCH 

• The inlield and outfield can be realigned. 

• The batter can guess whal pitch is going to be thrown or square to bunt. 

• The pitcher can select the type ot pitch. 

The lirst phase ends when the pitcher selects his pitch type and comes set on the mound. 

PHASE 2: THE WINDUP AND THE PITCH 

• The pllcher can throw his pilch or try to pick oil a runner on base. 

• Any runners on-base can lake leads and/or try to steal. 

• The batter can swing, hunt, check his swing or lake the pitch. 

The second phase ends when Ihe ball hits the catcher's mill or the batter hits the ball. 

PHASE 3: AFTER THE PITCH 

• Runners can advance or return to base. 

• II the ball is hit, Holders become active. 

PLAYING OFFENSE - BATTING 

Batting is without a doubt Ihe most critical skill to master, if you want to make It to the World Series. It's also a skill that 
takes lime to learn, but once you do. you'll be sending Ians home with souvenirs and denting cars in the parking lot. 
Learning what pitches you should and shouldn't swing at is a sense acquired over lime, as is "working Ihe count." 
Patience is Ihe key to hitting in the Sammy Sosa High Heal Baseball 2001 game. 







When a pitch is thrown, you can aim your bat using t 
connect with the ball. Pitches near the top of the stri 
pitches In-between are “medium". To swing at a eer 
in the following chart. 


e directional buttons and the x button on your Controller to try and 
e zone are "high", pitches near the bottom are called “low" and 
■in location alter a pitch, use the corresponding button combination 
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Id. or be hard to catch. It you swing tor the ex 
making "period contact" with the ball, showi 
but nothing is guaranteed in baseball! 


CHECK AND PRACTICE SWINRS 

To check, or stop, your swing, release the x button belore the ba 
the strike zone, the umpire will call the pitch “a^ ^ _ -_ ar , 

x button, and press the directional buttons to determine the location ol your swing and the level ol your bat. 


Itelore the bat crosses 
'. To get in a practice swing before thi 


Bunts are commonly used as “sacrifice” plays when there are one or no outs. By keeping the ball between the batter and 
the pitcher, the batter is giving a runner already on base a chance to advance, even though the batter is usually thrown 
out. It you're good at bunting, you can surprise the opposing team and get a hit. To square around and gel set to bunt, 
press and hold the A button. To change the bunt angle and height, keep holding the A button and press the dlredlonal 
buttons to adjust your bat's position. 

GUESSING THE PITCH 

it is possible to increase your chances ot hitting the ball well by guessing what pit 
you guess wrong, your chance ol getting a quality hH will be decreased. 


t type a pitcher will throw. However, it 


In order to guess the pitch, the GUESS PITCH setting on the Game Setup screen must be turned ON. Guessing a pitch can only 
be done during the first phase, before the pitcher goes into his wind-up, and you still have to time your swing correctly. 

To view the pitcher's available pitch types, press the L2 or R2 buttons to display the Pitching Key; this shows you the 
corresponding directional pad pattern you need to enter in order to guess the pitch. (Also see the section "Playing 
Detense - Pitching' on page 14). Press the L2 or R2 buttons again to remove the Pitching Key. 

To guess a pitch, belore the pitcher begins his windup press a direction plus the • button to select the pitch you think is 
coming next. For example, to guess a change-up, press the 0 directional button plus the • button. Once the pitcher decides 
his pitch type and begins his pitch, you can no longer display the Pitch Key or guess the pitch. 

AFTER THE HIT 

After you successlully hit the ball, your player automatically runs to first base. To continue running, see the base running 
controls given on page 14. One gauge ol whether to keep going or not is the appearance ol the ball trail. When your player 
connects well, a red streak follows the bail into the outlield. It you really blast it, the ball catches fire! 



PLAYING OFFENSE - BASE RUNNING 

Expertise in base running can make the difference between a win or a loss. Any good manager knows when to signal a steal, 
take an extra base, or hold a man up. Once the pitcher has selected his pitch type and before the ball is in play, you can 
ad|ust your runners' positions. 


Although the controls lor advancing and stealing are the same, stealing can only be done during the pitcher's wind-up and 
belore the pitch, and advancing is done alter the pitch. Remember that it a runner wants to advance trom a base on a lly ball 
that is caught, the runner must first retreat back to his base and “lag-up" belore proceeding to the next base. Otherwise, the 
runner can be thrown out it the ball gets back to the base belore the runner does. 








































































THE PAUSE MENU 

During lire game, use the START button to display the 
display the Lineup screen (lor details on how to m; 
to perform a double-switch, see the “Managing Your 
last play made. The controls are detailed below. Yot 
change the audio and controller OPTIONS. To return I 


EDITIN G PLAY ERS 


data from the Player Editor menu. Note that this only affects players In memory, not pla' 
DELETE ALL PLAYERS option allows you to delete all edited players from your memory r 


GENERAL INFO 

A variety ot general information can he changed. This includes the player's name and numhor, and the position they play and 
their physical appearance. 

BATTING AND FIELDING RATINGS 

The following ratings determine a player's expected performance in the tield and at bat: 

BATS: Which way they bat. LEFT, RIGHT or SWITCH. 

BATTING STANCE: NORMAL, OPEN. CROUCHED. CLOSED or WIDE. 

BATTING WAGGLE: YES or NO. 

THROWING ARM: Which arm they throw with. LEFT or RIGHT. 

FIELDING RANGE: The amount ot turf a fielder can cover. The higher this statistic, the more ground the player can 
effectively defend. 

THROWING STR: Arm strength in the field, and also pitch velocity lor pitchers. 

SPEED: The player's loot speed, determining how last they can run the bases or chase down a ball. 

BATTING AV6: The player's eflectiveness al hitting the ball, calculated by dividing their number ot hits by their number 
ot al bats. 

HITTING POWER: A player's batting strength. The higher the number the more likely they are to hit homers when they 
get a hit. 

PATIENCE: An estimate ot a player's patience in waiting far a good pilch. At a low rating a computer controlled player will 
hack away at questionable pitches. 

PULL HITTER: The likelihood that a left-handed baHer will pull his hits to right Held, and vice versa. 

VS. LEFT and VS. RIGHT: These two bars are linked. Players who are better against leR-handed pitchers tend to be less 
effective against right-handed pitchers. 
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To resume a saved season already in nrogress: 

Make sure the memory card containing your saved season game Is Inserted Into memory card slot 1. Select SEASON Irom 
ttie Main Menu then choose CONTINUE SEASON. II any messages appear on the screen, please follow their instructions 
carelully. The Season Standings screen should appear and you may continue your restored season. 

SEASON STANDINGS 

From this screen you can view where your teams stand In the Big Leagues, complete with a season record. Use the 0 and 
0 directional buttons to scroll through the list ol teams and the 11 and R1 buttons to switch between divisions. There are 
several menu options, listed at the bottom ol the screen. Use the a and ^ directional buttons to switch between them. 


LEADERS: Obtain information on what teams and players are the best and worst in baseball, in numerous categories, using 
several sorting tillers. See League Leaders on page 26 lor details. 

SCHEDULE: Displays all scheduled games torttifl season. See Season Schedule on page 25 lor details. 

SAVE: Save the current season. Carelully read and .lollop any messages and instructions that appear on the screen. You 
nee.d a memory card with nine tree blocks. Only one Sammy Sosa High Heat Baseball 2001 game can be saved on each 
memory card, regardless ol available space. It the memory card contains a previously saved Season or Playoff game, you 
will be asked It you want to overwrite that saved game. %: 

EXIT: Return to the Main Menu without saving your season, 

TEAM ROSTER 

You will spend most ol your team management lime on the Team Rosier screen. From here you can set the pitching 
rotation, trade players and more. Each team has 25 players on its active roster, usually about 15 position players and 10 
pitchers. Each team also has an inactive reserve, which It can use during the season lo bring upcoming talent into 


SWAP / VIEW: Switches between the Active Roster and the Inactive Reserves. If the team is computer controlled, you can only 
VIEW the rosters, it it is human controlled, you can SWAP players between the rosters. See "Bringing a Player Up from the 
Reserves" on page 24 for details. 

ROTATION: Allows you to set your pitching rotation. For more inlormation see “Setting the Pitching Rotation" below. 

PLAY: Brings up the Season Schedule screen, from which you can play or sim a team’s game. See that section on page 25 lor details. 


in, tram which you can play or sim a team’s game. Sae that section on page 25 tor details, 
vith another team, and view otters made to your team. See “Trading Players’’ 


I 


MANAGER: Toggles computer control tor the team on and ott. When there is a CPU MANAGER, you cannot swap that team’s 
players between the active roster and the reserves and Ihe computer governs all trades. 

SETTING THE PITCHING ROTATION 

To sel your rotation, select ROTATION and the Rotation screen appears. Select CHOOSE, and highlight the first pitcher to 
move. Press the * button, and his name and stats change colors. Pressing Ihe a button cancels the rotation change. 
To complete Ihe swap, highlight Ihe second pitcher to move and press Ihe si button: the two pitchers change places in 
Ihe rotation. It you wish lo simply switch a player from one category to another. Instead ol swapping him with 
another pitcher, select EMPTY as your second player. Repeat this process until all rotation changes are complete, then 
select DONE, and you are returned lo the Team Roster screen. 


High Heal Game Tip: Manage your bullpen carelully In Season mode. When playing a Season, you shouldn't often use 
starting pitchers as relievers. It may help you win the current contest, but you might regret your choice a couple games 
down the road, when that starter begins a game already tired Irom pitching relief! 


The Sammy Sosa High Heal Baseball 2001 game has single and multi-game injuries. When a play ends in which a player 
is injured, the substitution screen automatically appears and play cannot resume until the injured player is replaced In 
the lineup. It the ln|ury is a single-game injury, everything returns to normal alter the game, and the player Is available 
tor the next game. However, it the injury is a multi-game injury sustained during a Season or Playoll game, the injured 






















LEAGUE LEADERS 

This screen provides ranking information in several categories, allowing you to see what learns and players are Ihe best and 
worst In baseball. To view rankings, select LEADERS tram the Season Standings screen. The D and « buttons scroll through 
the players’ or teams' names. The *■ anddirectional buttons shut through various sorting inters, listed at the bottom ol the 
Leaders screen and described below: 

TEAM: Highlight one ol these two buttons and press Ihe x button to cycle backward and lorward between stats for 
the American League, the National league, All Players and individual teams. 

TYPE: Select this tiller to show standings In a single category. Available categories are individual and team batting and 
pitching In the current season or the historical 1999 ML8 season. The LI and R1 buttons cycle through the various lists in 
each category. 

SORT: Alternates between displaying rankings Irom the LOWest to highest or from HlGHcst to lowest. Also, the • button 
toggles between showing the CURRENT statistics Irom Ihe season you are playing now, or the HISTORICAL 1999 MLB 
season statistics. 

SEASON SCHEDULE SCREEN 

This screen ts the gateway to your season games. It lists all ot the games to be played this season, Including those ol the 
teams you are controlling. To view the list ol games, select SCHEDULE Irom the Season Standings screen and use Ihe 
0 and v directional buttons to scroll through the list. 

The games scheduled lor your team(s) are highlighted. To play or slm a team's game, select one ot those games. It either 
team has unplayed games prior to the date you've selected, the computer asks to simulate all previously scheduled computer 
vs. computer games. You are asked it you want to play any games involving a human-controlled team or It they should be 
simulated as well. 

Alter a game is simulated, a box score appears on the screen while the next game Is slmming. It there are no more games, 
press the x or A buttons to return to the Schedule screen. It you are simming multiple games, you can Interrupt Ihe process 
by pressing the A button. 

To get to the playoffs in Season mode, select QUICK SIM ALL. The playolfs begin right after all regular season games have 
been completed or simulated. 











PLAYOFFS 

Do you want the excitement ot tournament play without going through a full season? Then select PLAYOFFS from the Main 
Menu. It you start a MEW PLAYOFF, the Playoff Setup screen appears. Most settings are identical to those explained in the 
Game Setup screen, but there are two settings unique to the Playoff mode. 

PLAYERS; From 1-B players can compete in the Playoffs. It you have lewer players than the total number ol teams in the 
playoffs (set using TEAMS), then the computer automatically assumes control of the teams you choose not to control. 

TEAMS: Set the total number of teams in the playolfs. either 2, 4, or t. When finished, select DONE. The Team Select 
screen appears, allowing you to select a team lor each human player: the computer selects the remaining learns and 
proceeds lo the Playolls screen. To continue a previously saved playott, make sure the memory card containing the 
saved playofl Is inserted, select CONTINUE PLAYOFF, and carefully read and follow any Instructions given to you, should 
Ihoy appear. 

PLAYOFFS SCREEN 

This IS'the heart ol the playoffs. Brackets tor each series till most ol Ihe screen, so you can see which learns are Involved in 
each and view their progress. II is not possible to change which teams are competing against another. Use the and => 
directional butlons to cycle between the lollowing menu items: 



EXIT; Quits the playoffs and returns to the Main Menu. 



